WARNING: READ BEFORE USING YOUR PLAYSTATION" GAME CONSOLE. 
A very small percentage of individuals may experience epileptic seizures when exposed to certain 
light patterns or flashing lights. Exposure to certain patterns or backgrounds on a television screen 
or while playing video games, including games played on the PlayStation game console, may 
induce an epileptic seizure in these individuals. Certain conditions may induce previously 
undetected epileptic symptoms even in persons who have no history of prior seizures or epilepsy. 
If you, or anyone in your family, has an epileptic condition, consult your physician prior to 
playing. If you experience any of the following symptoms while playing a video game - dizziness, 
altered vision, eye or muscle twitches, loss of awareness, disorientation, any involuntary 
movement, or convulsions - IMMEDIATELY discontinue use and consult your physician before 
resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PlayStation game console to a projection TV without first consulting the user 
manual for your projection TV, unless it is of the LCD type. Otherwise, it may permanently damage 
your TV screen. 


USE OF UNOFFICIAL PRODUCT: 
The use of unofficial products and peripherals may damage your PlayStation game console and 
invalidate your console warranty. 


HANDLING YOUR PLAYSTATION DISC: 
• This compact disc is intended for use only with the PlayStation game console. 


• Do not bend it, crush it, or submerge it in liquids. 


• Do not leave it in direct sunlight or near a radiator or other source of heat. 


• Be sure to take an occasional rest break during extended play. 


• Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective 


case when not in use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines 
from center to outer edge. Never use solvents or abrasive cleaners. 
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PROLOGUE 


ANY AGE, ANY WORLD 


Conspiracy ... War ... 
And only momenta,y peace. The passing of time 
that one can never reverse. "Histo1y" is 
something which becomes apparent only after 
moving on. Not eve1yone has a chance to make a 
name that remains through l1istory, but the fact 
that one has lived will never disappear. 


A legacy remains for an eternity. 


:r 


Set u1> your PlaySt:1tion® game console according to the instructions in its instruction manuaJ. Make sure Lhc 1>ower 
is off before inserting or removing a compact disc. Insert the SaGa Frontier™ 2 disc, and close the disc cover. 
tr a MEMORY v\RD 11;,h SaGa t'rontier 2 saved d,ua is inserted into either or 1he 1wo MEMORY v\RD sloLs, then upon 


tuming tl1e power 011 1 the 1itle Screen will display an option to select betweea < 'ew Game> and <toad Game>. 


1r starting a llC\\1 game, select <New Game>. Othen'1ise1 select <.Load Game> to resume from a previous 


saved poinl. 


TO START A NEW GAME 
Once <New Game> is selec1ed, the World Map will a1>pear, along 11;1h a cursor. Move the cursor to the 
location caUcd the "Mcrchmin Region;' and press the O button. Upon doing so, an option will a1>1>ear to start 
a new game from ooe or the following scenarios: <Gustave Bom> or <Wil's Departure>. Select one or the two 


starting points, and press the O button to confirm. 


NOTE: ,r no saved data exists, or if a MEMORY v\RD with SaGa Frontier 2 saved data is not inserted in 
either or the two MEAtORY v\RD slots, the game will automatically begin (roll) a battle scene between the 
Finney army and the Otto army. 


CONTINUE FROM SAVED DATA 
If a MEMORY CARD with SaGa Frontier 2 sal'ed data ls inserted in a MEMORY v\RD slot, the game 


can be resumed from a previous saved point. To continue a game from a saved point, firs1 select 


<Load Game> from the 'r.tle Screen and press the O button. Next, press the directional 
button UP/DOWN to select a data file from wluch to resume the game. Once the data is 


selected, press the O button. Ifpon doing so, a conflrmation message 11;11 appear. 


Press the O button again to confirm the selection. 
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1.2 buuon --,B!ii:!11' 


LI buuun --,,~""' 


The basic control 
functions for both 
Controller types are 
explained below. Refer to 
the following ch,u1s for 
informatjon rcg:Lrding 
each buuon 1s use. 
~----- ~,ffAKT button 
~------ 
A.NAl,OG mode switch/ I.ED 


DUALSHOCK'" ANALOG CONTROLLER 


NOTE: The Analog Joysticks may be used only when the I.IID light is ON. 
The Vibration Function may be used even if the LED Light is OFF. To turn 
the Vibration Function ON or OFt; access the <Vibration ON/OFF> option 
located under the <System Config> heading in the Menn Screen. 


EVENT SELECTIO SCREEN/CHRONICLE SCREEN 
directional button 
left stick 
right stick 
START button 
SELECT button 
Obutton 
® button 
0button 
@ button 
LI button 
RJ button 
L2 button 
R2 button 


Move cursor (norm,~) 
Move cursor (fast) 
Move cu,~or (fast) 
Pause gamcplay 
Not used 
Execute comm:md 


Youlll")bta 
Coouolcrlhlllooks~ 
lhil.lhopk:Rroluw 
.. _ 
......... 
-..,,..,.. 


right slick 
S'li\RT bulton 
SELECT button 
Obutton 
® button 
e button 
@button 
LI button 


directional button 
(& left/right stick) 
START button 
SELECI' button 
O button 
® button 
e button 


Move character (walking speed) 
Move character (running speed) 
Move character (running speed) 
Pause game1>lay 
ot used 


Speak with other characters/Execute command 
Cancel comrn:md/Use in conjunction with the directional button to make 1he character nm 
Display the Quick Save Window 
Display the Menu Screen 
Display the Equipped Items Window 
Display the Equipped Arts Window 
Display the Party Status Screen 
Display the Character Status Screen 


Move cursor/Switch (equip) wea1>0ns!Switch between 
the Equipped Items & Equipped Arts Windows 
Pause gamcplay 
Not used 
Execute command 
Cancel command 
Not used 
Display the Party Status Screen (I IP/ti') 
Not used 
Change side of target cursor (enemies and allies) 
Not used 
Not used 
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MENU SCREEN 


directional button 
(& left/righl stick) 
START button 
SELECT bunon 
O button 
@ buuon 
e bunon 
@ buuon 
Ll button 
R .. button 
L2 button 
R2 bunon 


MO\'C cursor 


Return to default setLings in Button Corwg 
Register settings in 81111011 Config 
Execute command 
Exil and rc1u111 to the Field Screen 
Display help messages in the Slatus and Equip Windows 
Display the Menu Screen 
Display the Equipped Items Window 
Display the E<Juippcd Arts Window 
Display the Party Status Window 
Display the Character Status Window 


NOTE: Simultaneously pressing the LI , RI , S'IART, and SEJ.ECI' bunons will execute a Soft Reset, taking the 
game back to the Tiiie Screen. 


QUICK SAVE 
It is possible to resume the g::unc from a location where a Quick ~l\'C 
was made (sec below for details). Please note, however, that a Quick 
Save is not the same as a MEMORY CARD save. lf the 1,ower is turned 
OFI; the Quick Save data will be deleted and cannot be used to resume 
gameplay (executing a Sofl Reset will not delete Quick Save data). 


QUICK SAVE LOCATIONS 
Saves can be made at any time other than during evenL5 ,md battles. To make a save, press the 
e button to display the Save Screen. Move the cursor to <Yes> at1d press the O button to execute 
the command. 


V 
Those living despera1ely, lost in the cracks of history. 


/ 
SaGa Frontier™ 2 is comprised of s1oril'S surrounding Gustave's family and friends, as well as 


die rival ruistocrats and roV'al families. The main characters of these historical events will be 


introduced 111 the followmg secuon (from the perspective of GusL1ve XIII) 


GUSTAVE XIII (THE STEEL) 
·,r 


Son of Gustave XII and Sophie At the age of seven when rt rs 
discovered thou he Jacks Amma, Gustave rs exiled from 1he 
Kingdom of Fmney along Mth hrs mother Although he possesses 
the sympathetic, carmg nature of lus mother and the power of his 
father, the !Y.tin he endures as a young boy fofe\·cr haunts him. 


KELVI 
(CLOSE FRIE D) 


As the Coun1 of Jade, Kelvin possesses the elegance and composure or an 
aristocra1. lie becomes friends with Gustave after Gus1m·e ru1d his mother, 
Sophie, move to Jade. 


LESLIE (CLOSE FRIEND) 
Leslie is the daughter of 1he merchant family llering of Gruegel. 


After their initial meeting, she helps Gustave gel on the p:uh 


to recovery. She is also one of the speciaJ few who is able 


to confront Gustave face to face. 


GUSTAVE XII (FATHER) 
As the King of Finney, Gustave Xll is a distinguished 
political figure and an elite soldier. During his reign, 
he fom,s an alliru1ce with Lord Noh! and works 
against Lord Otto :111d Lord Schud. 


SOPHIE (MOTHER) 
The Queen or Finney ru1d the daughter or Lord Nohl. After Sophie's father passes away, 
die land owners seek to pro1ec1 the Lord's domain by armnging her rrntrriage to Gustave XU, 
the King of Finney, who is also her fad,er's ally. 


PHILIPPE (YOU GER BROTHER) 
The son of Gustave Xll and younger brother of Gustave who later governs 
his mother's native town, Nold. At the age of five, Philippe is left without 
a mo!her when she is forced into exile. lie develops biller feelings and 
angst towards Gustave, on whom he blruncs this incident. 


MARIE (YOUNGER SISTER) 
The daughter o( Gustave XU and the younger sister of Gus1ave. Almost 
immediately after her birth, her mother :md brother are forced into exile, 
leaving her without any memory of tbem. for poHtical reasons, she is 
forced by her father to marry Lord Cant:d at age eighteen. 
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STORY PROGRESSION 


The unique Multi-Scenario Sys1cm or SaGa 1-·rontier 2 allow~ C\'ents to be selcc1cd freely, cr~uing a unique flow of history 
(the gencrnl flow of c1·ents can be seen below). AdclitionaUy, main characters will change depending on the events that hal'e been 
selected. As a result, the player 11ill be able to get a behind-the-scenes look and experience history from a perspective that differs 
from that of the main character, Gustave. 


Event Development (Story of Gustave Xfll) 
The t'llrliest part of the saga starts with the main cliarac1e1; Gust 11•c XIII. Thus, the g.1me can start from the birth of Gustave. When 
this event is completed, a save confinnation message will be displayed. Move the cursor to <Yes> and press 1bc O buuon 10 save. 


Event Selection (Experience Different Events) 
When the save is completed, the display will switch 10 the Event Selection Screen shown below. Here, different events from history 
can be selected. This will allow a di1Jere111 story 10 be experienced (sec the Following sections). Main cl1aractcl'S may change, 
dependi11g on which event is selected. 


Additio11s to the Chronicle (New History is Added) 
After the event from the selected history has been completed and saved, the display will return to the Event Selection Screen. On 
this screen, move the cursor to one of the two <Atlas> options, and press the O button to display the. World Map. Then move the 
cursor tt> one of the two <Chronicle> options and press 1hc O button to view the events that have been experienct-<l to tbis 1>0int. 
These C1ellls will be added to the Chronicle as a part of history. )'he story continues in this manner. 


E,·ent selection & Switching Screens 
Event selection allows players to select events from SC1•eral possibilities displayed on the Even.t Selectioo Screen. The opemtions for 
C'Jcl1 screen are explained below. 


EVENT SELECTION SCREEN 
The name of the country appears on top of the Event Selection Screen. Events that have already 
occurreil are displayed in a darker font, and evc111s that have 1101 yet been experienced are 
displ:tyed in a lighter font. To get a quick briefmg on events that have 1101 been experienced, 
simply ,nove the cursor 10 any event displayed in a lighter font. 


Switching the Event Selection Screen 
The 'Evelll Selection Screen displays the map ofincli11dual countries. Pressing the LI or RJ buuon allows the player 10 scroll 
through the maps of various countries. The events that arc underlined and displayed in a lighter font may be selected with the 
directional buuon. Once an event is selected, press the O buuon to go to that pa11icular event. 


THE WORLD MAP 
To display the World Map, move tl1e cursor to one of the two <Atlas> options shown on either 
side or 1he Event Selection Screea and press the O buuon. On the World Map, infonnation about 
a particular country can be obt:tined by placing the cursor on a desired country and pressing the .,,.._ _____ u 
O buucn. Doing this will hring up the Event Selection Screen for that particular coumry. 


THE CHRONICLE 
To display the Chronicle, move the cursor 10 one or the two <Chronicle> options shown on either 
side of the World Map, and press the t3 button. 1-iere, the ltistory or the Gustave War and the events 
that ha,·e already been experienced will be displayed. 


Reading the Chronicle 
The Chronicl.e begins with the birth of humanity and continues through tl1e events leading up to the Gustave War. The player will 
be able lo mol'e tl1rough the dates forward or backward by pressiJ,g tl,e BI or LI button, respectively. To return 10 tl1e Event 
Selection Sere.en, move the cursor 10 the mark shown on tl,e lower right corner of the screen, ,md press the O button. Doing so 
will bring UJ> the World Map. On the World Map, the player c,m display tl1e Event Selection Screen by moving the cursor to a 
desired country, and pressing the O button. 


Before Clearing an Event 
From the very sta11 or the gmnc, major historical events have been ammged into the Chronicle. Since it is possible to check the 
dates oJ historical events, it may help to refer to tl,c Chronicle frequently: 


After Clearing an Event 
Depending on the cvent1 there wiU be instances when the clrarcd event will be added to the Chronicle as a new entry. I-laving this 
feature creates an original history that is unique to each player. 


FACILITIES & INFORMAJIO GATHERING 


In order for the story to progress, it is necessary to gather inforniation within towns, make use of 
the shops, and buy items. 
To talk to people, position the character in from o( m10tl1er person mid press the t3 button. To 
enter buildings in the towns, continue 10 press tl,e directional button in the direction of the door. 


By listening to the stories of the townspeo1ile, tl,e player will be able to understand tl1e situation in 
each country. The story will move ro,ward by g.1thering more information. 


Facilities 
In towns, there are useful facilities besides houses, such as shops and inns. 


Shops 
In the shops, weapons mid armor can be bought, mid Anima Chips can be sold (sec pages 22 & 23). 


Inns 
Staying at the inns ";U enable the charncter to recover HP, LP, WP, and SI\ 


Pubs 
lo the pubs, allies who are willing to help in the characters' journey can be found. 


THE MENU SCREEN 


Pressing lhe ® button while the character is moving brings up lhc Menu 
Scrcc.n. There ~Lre nine headings in the ~fenu Screen. To select a heading, 
move the cursor to the desired heading and press the O button. 'Please refer 
to each page for specific instructions about each heading. 


1. l'AR1Y ·srATUS - Status of the Main Pany ,md general infonnation. 


'IJ1is command allows the player to view the status and geneml information 
relating to the Main Pany. From tl1e Menu Screen, select <Pany Status>. Whe11 the O button is 


l. Parry Status 
2. Character Status 
3. Equip Item 
4. Equip Arts 
5. Battle Style 
6. Player Notes 
7. S)'Stem Con.fig 
8. ll'cm 
9. Save 


pressed, the Pany SLlttus Screen will be displayed. Positioned in the middle of this screen is a dialogue 
box that displays the Main Party's general informalion. Within this box, the currem year, cua-em location, 
the number of chips held, and the. total amount of money (CR=Crowns) held arc displayed. Displayed in 
the four corners of the screen are the SLlttus Windows or the four Main Pai1y members. (Please refer to 
the page on 1he right concerning status detaiJs).The number in parentheses next to the maximum WP and 
SP value represents the recovery rate. During battle, each character will recover this amount each 1un1. 


pg 10 
pg IO 
pg I I 
pg 11 
pg 12 
pg 13 
pg Is 
pg 15 
pg 16 


NOTE: Within any of the menu command screens, it is possible to access the Character Status Screen and the Party Status Screen 
by pressing the Ll and 1.2 buttons, respeclively. 


2. CHARACTER STATUS - Personal data of each character. 


This command allows tl1e player to scroll through the personal data of each cbarncter. From the 
Menu Screen, select <Character Status>. When the.0 button is pressed, the Character Status Screen 
will appear. Press the directional button to tbe IHT/RlGll'f to scroll through each character's status 
display. An ex:unple of the Chamcter Status Screen can be seen on the ,ight. 


Within the Skill Levels Window of'the Character Status Screen, if there is a ( +) mark to tbe left of-an 
icon (please-refer 10 the following page for each icon displayed) , this i.ndicales that the character is 
naturally talented \\ith the prope11ies that correspond to ihat 1>m1icular icon. These propenics \\ill 
affect tl,e learning mte (to learn new Ans) during battle and raise proficiency after battle. 


Beginni,ig from the top, the status information displayed is as follows: the Current/Maximum fU' 
(Hit Points), the Current/Maximum LP (ljfe Points), the Current/Maximum (recovery rate): 
\VP (Weapon Points), and tl1e Current/Maximum (recovery rate): SP (Spell Points). When HP reaches 
zero, the character wilJ no longer be able to fight, and when LP reaches zero, the character ,,~U 
fall into 


a comatose state. \VP and SP are consumed when the character uses Weapon Arts and Spell Ans, so if 
tl1ese point~ are low, it is possible to redu_ce LP in order to draw out Weapon Ans and Spell Al1s. 


NOTE: Within any or the menu command screens, it is possible to access the Character Status Screen 
and the Pany Status Screen by pressing the r.1 and L2 buttons, respectil'ely. 


I . Character 1ame/ 


Se."</Age 


2. Character Graphic 
3. Character Slatus 
4. Character Properties 
(i11dicated by + ) 
and Ans Skill Level 
(sec page 20) 


5. Equipped Weapon 
6. Equipped Annor 
7. Equipped Ans 


THE MENU SCREEN 


3. EQUIP ITEM - Switching Weapons & Armor. 


With 1his command, equip (switch) or remove weapons and armor from characters. From the Menu Screen, select 
<Equip Item>. When tl1e O button is pressed, the cursor will move to the Equipped llcms Window. To remove an item, 
(u-st select the item and press the O button. Pressjng the O button again will move lhc cursor to the Items Window. From this 
window, se1ect <line<1uip Item> and press 1hc O buuon 10 remove the i1cm. Similarly, to equip or switch an i1em, 6rst move the 
cursor to the item (or to a bl:mk S1?0l1 if no weapons and armor) in the Wea1>on or Armor section and press 1he O button. 
Press the O button again to move the cursor 10 the Items Window. Select :m item 10 be equipped or _switched and pr~s the 
O button again to complete the process. 


4. EQUIP ARTS - Switching Weapon Arts & Spell Arts. 


With this comm,md, equip (switch) or remove Weapon Arts and Spell Arts from characters. From the Menu Screen, select 
<Equip At1S>. When the O button is pressed, the cursor 11ilJ move to the Equipped Ans Window. Jn this window, a line separates 
the items into two zones. The top zone includes the Ans that wiJJ remain unchanged (these items will be located above the line). 
The bottom zone includes those items that will be changed upon Jearning new Weapon Arts ancVor Spell Ans (these items are 
located below the Line). From the Equipped Ans Window, select an item Crom either abo"e or below the line, and press the 
(+ button twice 10 cause a second cursor to appear in the A11s Window. From this window, sclec1 :1 Weapon Art or S1>cll Art 
(when removing a Weapon A11, choose <Unequip>) and press tl1e O button again to complete the process. 


Reading Icons: 


Weapon Arts 
SJ>eU Arts 


~ 


Martial A11s 


~ 


Sword Ans 
Stone Ans 


Axe Arts 
~ 


Flame Arts 


~ 


Staff A11S 
u/6 Water Ans 


~ 


Spear Ans 
jjJ Tone.Arts 


~ 


Bow Ans 
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5. BAffiE S'JYLE - The player may voluntarily determine the settings during battle. 


This command switches allies or Party order so that battles involving the entire Party cm, be used in the 
most advantageous manner pos.sible. From die Menu Screen, select <Battle Style>. When tlie G button 
is pressed, the cursor will move to the follo\\illg three settings: <Member Ch:mge>, <Action Order>, 
and <Role>. First, select the setting by pressing the directional button to the LEFl'/RIG!IT, and d1en press 
the G button. Ncx1, follow the instructions below corresponding to the setting selected. 


The Role setting is a determining factor in the Main Party battle pattems. 


• Member Change - Switch battle members 
Main P:u1y members are displayed on the top ball of the screen, and Sub Party members are on die bottom half. To switch battle 
members, move the cursor to the character to be removed from the Main Party and press the O button. Next, move ~1e cursor to 
a d1ai,icter in the Sub Party section to take his oi her 11Jace. Once the selection has been made, press the G button again to 
complete the switching process. 


• Action Order - Detcnnine the order of action 
Order refers to the characters' fighting sequence during batde. SCt the cursor to the character who will take action first, :md press 
the G button to register the information. Continue in the same manJ1er to register the other characters ru,d to ct the order of 
action. After selling the order, the Confin11ation Screen will appear. Move d1e cursor to <Yes>, and press the G buuon to execute 
the order change. Note, however, tliat ii is not necessary to set the order for all the characters. Since the order of action aliects 
the recovery l"Jte :uul Combo systems, it should be thoroughly planned. Depending on die paramete[S of die characters, the order 
of action wiU aufomatictlly be determined by "Fastest." In order to move the game fonvard in the quickest m:umer, set the order 
in advance. 


• Role - Division of Character Roles 
Role refers to the duties of the charactcrsduring battle. If new members join, the number of Roles will incre-JSe. By distributing 
these Roles among die characters, the player will be.able to crC'Jte a unique Party. To assign a Role to a character, first seleci a 
character with the direction:d button, and press the G buuon. Upon doing so, the select Menu will appear displaying a list of 
possible Roles to select front From this list, choose a Role for the selected character and press the G button. 


NOTE: 1\vo or more d1aracters cannot be assigned the same Role (except for "Solo Action"). 


EXAMl'LF.~ OF ROI.F.~ 


I-Iere. are examples of different Roles and their chal"Jcteristics. The "Solo Action" Role 
takes place by the player's choice. The rate of acquiring new techniques will incrCtsC, 
but the Combo rate wiU decrCtsC. 
\\ 
~- 
-,- '/. ,_ 
~~\\ 
. 
~ 
w \ 
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Individual - This Role stresses die abilities of each individual, and thus affects die actions of each ally. 


- Heavy Atk - tocreases damage that results from ph)~ical atL"ks by weapons. 


- Dodge - Increases the effect of e1,,sion techniques in battle. 


- Heavy Spell - Incrc:tses the strength of spell attacks. 


Su1,port - Ch:u:acte,~ in this Role suppoo the actions of the Pa11y and aliect all of the Main Party 
members. 


- Support - Increases recovery rate and attack effects o( the Main Party. 


- Ace - Lncrc:tses the precision of Combo Auacks. 


No Battle - Does not dirccdy aliect baule, but d1is ,vill come in handy during post-baule negotiations and during situations 
outside of battle. 


- Intimidate - Helps improve negotiations with weak enemies. 


6. PLAYER OTES - Check Combo tedu1iques al.lei sudden techniques pe,formed during battle. 


This command is used 10 confinn the status of baules, including Combo Auacks during Party battles, :md 
any le-,roed Weapon Arts, Spell Arts, and one-m:u, Combo Al1acks. From the Menu Streett, select 
<Player Notes>. When the G button is prcssccl, the following three windows can be accessed: Combos, 
Custom Arts, :u1d Arts Llst..l'ress the dirc-ctional buuon to the LEFl'/RIGHT to select a window, and press 
the G button to confinn. 


Combos - see the Party Baille Combo IUstory. 


The Combos Window allows the player to see die Combo Auacks pmsously pe1formed by the Pa11y. Like die Equipped Arts 
Window, the Combos Window has a Une that separates the items into the top :md bottom zones. When a powerful Combo Allack is 
performed, it is recommended that the Weapon or Spell Art be moved to the top zone. To do this, first bring up the Combos 
Window ,md press the G buuon to display the cursor. Ncx1, set the cu1~or next to the A11 to be moved and press the G button 
again. Finally, move the cursor to a desired zone (either 


1top 


1 or 'bottom') and press the+:+ button once more to execute the 


move. After sele<.1ing the Combo technique and pressing the G button, pressing the G bunon ag,un brings up the followiug three 
commands: <Send to COMllO Pocket>, <forget Combos>, and <Return>. selecting <SCnd to COMBO Pocket> :u1d pressing the 
G button transfers the data to the PockctStation personal game unit (see page 26). If <forget Combos> is selected, the data will 
be deleted from the listing. 


NOTE: II is possible to move the line in the Combos Window by pressing the directional buuon UP/DOWN while holding down the 
G button. 
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Custom Ar1S - See the Duel Combo llis1ory. 


TI1e Custom Arts Window displays the pre,iously used Weapon Al1s and Spell Arts of a characters Combo Allack or the prt'\liously 
used WC'Jpon A,t that was created in '·Duel.'" Similar to the Equipped Arts and Combos Windows, it is possible for Ll1e player to 
move the line in the Custom Arts Window to separate the two zones. Downloading data onto the PocketS1ation (sec page 26) ru1d 
deleting inlom,ation on the registry can also be done using the same meLl,od. 


Arts List 


Weapon Arts 1ha1 the player acc1uires during baule and ne.vly acc1uircd Spell Ans arc classified and displayed according 10 type. 
Weapon A1ts learned with Duel and those that arc categorized in the Arts List Window are arranged jn this list 
(1echnique/acc1uircd magic:d power list). All are accessed in the same manner. When the O buuon is pressed while Ll,e Arts List 
Window is displayed, ii will enter the reference mode displaying eacl, type of explanation. 


7. SYSTEM CONFIG - Changing the system seuings 


This conunand allows the player to change.the S)~lcm scuings. From the Menu Screen, select 
<S).'lem Config>. When the O buuon is pressed, the Option Menu Window 11011 be displayed listing 
the follo11sng S)'Stcm sellings: <Sound>, <Vibr'Jlion ON/OFF>, <Screen Adjustment>, <Help Lock>, 
and <Buuon Config>. Aside from 1bc <Buuon Config> selling, changes to :my of the other senings 
can be done direcLly in the 01ition Menu. Eor <Buuon Config>, a separate screen will be displayed 
when it is selected. 


- Sound 
Switch between <Stereo> and <Mono> sound output. 1ove the cursor to the desired sound output and press the O buuon. 


- Vibr-Jtion ON/OFF 
Set the Vibration Function <OFF> or <ON>. Move the cursor 10 either <OFF> or <ON> m,d press the O buuon. 


NOTE: This selection is 1iossiblc only if a DUAi.SHOCK™ ,lnalog Comroller is connected. Otherwise, this selling will be displayed 
in a gray font and cannot be accessed. 


- Screen Adjushnent 
Adjust the screen position. To adjust the screen horizont,dly or vcnically, set the cursor lo <X> (or to <Y>, for ve1tic:d 
adjustments) ru,d press the O bnuon. Next, press Ll1c directional huuon UP/DOWN to increase or decrease the numerical 1,ilue. 
The higher the number, the more the screen moves to the light (or bouom, for vertical adjustments). Inversely, the lower the 
number, the more the screen moves to the left (or lop, for venical adjustments). 


- Help Lock 
Set the operation lock <Off> or <ON>. Move Ll1e cursor 10 either <OFF> or <0 > and press the O buuon. 


Published by Square Electronic Arts LL. 
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THE MENU SCREEN 


- Button Conlig 
Sci the bunons used during gmneplay. Upon selecting <Bunon Config> from 1he Option Menu, the screen will change 10 1he 
lluuon Config Screen. Move the cursor to a bunon command and press tlie O bunon. Upon doing this, a Select Window will 
appear 11;1h a lis1 of all the possible buuons 10 choose fron1. Select a bunon and press 1he O buuon again. Continue this process 
un1il all commands have been assigned a bnnon. Once all sellings are completed, press 1he SELECr buuon 10 display a 
confirmation message. To confinn the new settings and save the inforrnation1 move ~1e cursor to <Yes> and press the O buuon 
once more. 


'OTE: To re1urn 1he bnuon configurJlions to the default selling, 1iress the O !muon afler pressing the S'li\R'.f bunon. 


8. ITEM - 
l-landlino items in inventory 


This command covers use and ar11mgement of items. From the Menu Screen, select <Item>. When the 
O button is pressed, 01c cursor will move to the following five sub-commands: <Use>, <.Discard>, 
<Equipped>, <So1t>, and <Excavated>. Please sec below for de1ails regarding the 01ieratioos of each 
sub-command. There are also headings that concern the Pocke1S1a1ion personal game unil. 


Use - Using items in inventory 


.... ~---- 


This sub-command controls the use of items in inven1ory. Press tl1e O buuon after m01fog the cursor to <USC>. Sclec1 an ilem ro 
be used, and press the O bunon 1wice (o,dy items in a bright font can be selected). Upon doing so, a con6rniation message will 
appe-Jr wilh the cursor pointing to <Yes>. Pressing the O bullon again at this 1>0int con6nns the item to be used and also brings 
up a Select Window wilh a list of characters. Sclec1 a chmcter to use this item :md press the O buuon. 


NOTE: To scroll through the item columns, 1>ress the direcliomd bunon UP/DOWN or to the IJ!l'J'/RJGlff. 


Discard - Oiscuding items in inventory 
This sub-command controls discarding unnecessary items 10 make room for more important ones. Press the O button after 
moving the cursor 10 <Discard>. Sc.lect an item 10 be discarded and press the O bu110111wice. Upon doing so, a confirmation 
message will ap1iear. Move !he.cursor 10 <Yes> and press the O bunon again 10 execute 1he command. 


Equipped - Removing equipped ilems 
This sub-command controls checking, as well as removing, items that arc equipped. Press the O button after moving the cursor 
to <Equipped>. Select an item to be removed and press tl1e O bunon (only ilems in a bright font are equipped and can be 
removed). Upon doing so, a confinnation message will appear. Move the cursor to <Yes> and press the O button ag,tin 10 
execute the command. 


Sort - Arranging items in inventory 
This sub-command comrols the arr.mgemenl of ilems by groups. Press the O J)Ullon afler moving tlie cursor to <Sort>. 
Upon doing so, a Select Window will ap1>ear with tl1e follo,ving two oplions: <Allio> and <Manual>. Select m, op1ion and press 
the O button 10 execute 1he command. See the next page for details on the two options. 


THE MENU SCREEN 


- Auto - If <AulO> is selec1e<l, the items will be arranged au1omatically. The order in which 1hey will be placed is ·,he order of 
the icons that are displayed when the <Manual> mode has been selected. 


- Manual - If <Manual> is selected, items can be arranged manualJy. l'rom the icons t.h:ll are displayed in the Select Window, 
select and determine the items to be placed at 1he front. 


Excavated - Check items obtained with "Go! Go! Digger." Tltis sub-command displays the items that have been obtained in the 
J'ocketStation personal game unit based mini-gmne "Go! Go! Digger," specifically designed for SaGa Frontier 2 (see page 26). 
The treasures that w':·e O!}CC a mystery on the PocketStation personal _game unit can now be revc-aJed and identified. 
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performed, the Durability Level wi!J decrease by one poim, and when the DurabiUty Level reaches 


i,...,-------t zero, that particular weapon will break and turn into an "Anima Chip" (see page 24). There are two 


_ 
ways to check the Durability Levels of va,ious items. One way is to open up the Cbaracter tatus 
Screen to display the ll<1uipped Items WiJ1dow. Another way is to open up the ltenfScreen to display the Item [ist. Though most 
items wiU break from continuous usage, there are some items, such as Gustave's ilems, which arc made of steel. Hems with a 
Durability Level of (oo) have unllntlted usa•e mJd will never break. 


9. SAVE - Saving records of !he journey 
TI1is command saves data onto a ~UThlORV CARD. From the Menu Screen, select <Save> and press 
the O button. Depending on where the MEMORY CARD is inserted (slot I or 2), press the 
directiomtl button to the LEf'.f/R!GllT, tespectively. Next, press the ditectional button UP/DOWN to 
select the file to be saved. Once a fil has been selected, press the O button to bring up a 
coofirruation message. To save the data onto that file, set the cm~or to <Yes> and press the 
O button once more. 


BATTLE SYSTEM 


BATnE SYSTEM 


There are two types of battles: "Pa11y" and "Duel." A "Pmty" battle involves :tll Pmty members fightingjn the battle,ivhile a 
"Duel" battle-is a single character jn one-on-one combat. The following sections will introduce tl,e Oow of Pany battle and 
demonstrate how to read the various battle screens. 


BA'JTI.E SIMULATION 
While moving through the duogeon if the l'J11y comes into contact with a monster walking on the field, a battle wi!J begin. 


Battle Fom1ation 
Typjcally, battles involve the whole Pany. llowcver, there are cenain situations where t11e opponunity to 
select an individual character :md engage i1\ a "Duet: combat.. wiU a1>pear. When an enemy appears and 
the screen to the right is displayed, decide whether fo battle collectively as a "Pmty'' or iodividu:illy in a 
"Duel" combat. Select the battle type, and press the O button to execute. 


Party Battle (see page 19) 
If <Fight as team> is selected, tl1e screen to the lower tight wi!J be dis~layed. 
The player must select a com,nand mid then press the O button to confirm. 
To caocel a CQmmand, press the ® button.1'o view the Pmty°s status, 
press the @ button. 


I. Battle command. Select the command to battle the monster. 
2. Recover HP commm1d. ReiJuces target's LP aod recovers HP. 
3. End Battle Negotiation convnand. When the terms of negotiation 


cannot be arranged, the comm mid wiU not be displayed. 


4. llelp Window. 


Duel (sec page 20) 
If a character is selected, that character will represent the 
Part9 and fight one-on one against the enemy in a "Duel." 


BATILE SYSTEM 


Battle Command 


When <Battle Command> is selected, the screen shown on t.he right will appear. On this screen, 
press the directional button to the I.Ef1'/RJGHT to select a weapon to be used. To select a Weapon 
Art or a Spell Art., press the <lirectiomtl button UP/DOW . Press the O buuon to confirm all 
selections. Next, move the cursor to select the action to be targeted at enemies and Party 
members. Press the O button to execute the command. Continue this process untiJ an action has 
been assigned to all tbe Party members. 


I. Active character's name. 
2. \VP (SP) cosVCurrcnt WP (SP). If the current WP (SP) is low, the cost of use may be too high (the window color will 


change), and LP will be reduced in order to turn out Wea1ion and Spell Arts. 


3. The upper number is the Current HP/Maximum HP, and the lower number is Current LP/Maximum LP. 
4. The name of the weapon currently selected (Martial Arts and Defend arc noi dispb,yed). 
5. 1\']les of Weapon Arts and Spell Arts that can be used with the weapon currently selected. 
6: Help window. 


Rccov-er UP 
Select target characters with the direct(omtl button. Upon pressing the O button to execute the co,nmand, one LP will be 
consumed, but those characters will recover all of their HP inunediatcly. 


Victory 
-- 
- 


If all enemies arc defeated, the Party·is the victo~ of that battle: Any character that has lost HP may recover a sm:~ amount. 


Defeat 
Even if LP remains, when aUl>arty members' HJ> reaches zero, the Pm1y can no longer continue the battle. 


End Battle Negotiation 
Commands will be displayed depending on tl1e enemy or tl,e situation. See below for details. 


Level UP 
At times, HP, Weapon Arts, and Spell Arts may Level UP after completion of a battle. 


Game O\'cr 
When the Main Patty members are all defeated, the game is over, and the display will retorn to the Utle Screen. 


BATILE SYSTEM 


NEGOTIATION 


Negotiations occur after battle only when certain conditions are met. Tbe type of negotiations depend 
on the situations of the enemies and on thefr remaining HP. For example, if the Pa11y is being chased, 
the word <Escape> will be displayed. On the othec hand, if the enemy has been trapped, the word 
<let go> will be displayed. It is best to learn :tll battle situations in order to make sensible decisions. 


ESCll(IC 
<Escape> is displayed when the ~fain Party is at a disadvantage. If there is a Pa11y member who has the Role "Getaway," there 
will .be a higher chance of escaping. 


Call a truce 
<Call a truce> is displayed when damage for both parties is increasing. lf there is a "Diplomat" among the Main Pa,1y 
members, tl1ere will be a higher chance of ending the battle. 


Let go 
<Let go> is displayed when the enemy is ata disadvantage. If there is a member who has the Role "Intimidate," the success 
rate wiU be higbcr. 


PAR'IY BA'fl'LE HINTS 


"Party" battles combine the collective power of every Party member. The Main Party can have a maximum of four ch:iracte1~. 
By learning new·We:,pon Arts and Spell Arts, tl,e Party members c:i,i learn to execute Combo Atmcks . .Not only do the characters 
attack enemies, they cru1 act in unison against enemies. The next section introduces Party Battle Hints. 


COMBINING PARTY MEMBERS' POWER 


Battle Style settings are crucial to combine the power of the Party members. By winning battles, the characters will tcvel UP and 
be able to incre:1Se their abilities. To incre:tse the chance of victol)' during battle, practice the following four points: 


Point 1 -J>ay attent'ion to Combo Attacks, :md choose the order or action 
Characters' battle.order can be set 1vithout taking into account the quickness of the character. To determine tl1e battle order, the 
Weagon Ai1s and Spell Arts that each character uses must be compatible. with a Combo Attack that causes a tremendous amount 
of damage. Again, when the player would like to nse the Combo techniques listed in the Player Notes (Combo background), tl,e 
success rate.is higher if the order of action is set. 


Point 2 - Assign a Role which accentuates the character's indh•iduality 
It is possible to give each character a duty by assigniJ1g a "Role" to that character. By :1Ssigning Roles to each character, a 
uni<1ue Party can be created, such as a Pa,1y with concentrated physical attacks or concentrated Combo Attacks. However, 
depending on whether tl1e Party is eng:,ging in a battle against typical enemies or against :LBoss enemy, tl1e characters' Roles 
may need to be changed. 


BATTLE SYSTEM 


Point 3 - Dcrelop new and powerful Arts 
During baulc, tl1c player 11111 be able 10 create new Arts (see page 23). By continuously using weapons :md casting spells (sec 
page 22), characters 11;11 cre-,1e more powerful S1>ell Arts. ln order 10 acquire highly effective Arts, characters should auack using 
the Arts they already possess. 


Point 4.- Combine Weapon Arts and Spell Arts to perform a J>owerful Combo Attack 
When using Weapon Arts and Spell Arts, the Pai1y members· auacks can sometimes be combined to 
produce ai1 even more powerful auack called 1he Combo Auack. Combo Auacks may be used in 
various combinations, and arc tl1c csseuce of baule. Al times, the Weapon Arts mid S1,cll Arts 
acquired from the enemies may also be combined. After expede11ci11g various auack pauems, leam 
to create an original Combo Attack. 


Double Slash + Double '11,rust = Double Slash Duo Atu,ck 


Leveling UP the characters 
After completing battle, characters randomly Level UP. Parameters and items that are known to Level UP are HP, WP, SP, We-,pon 
Arts , and Spell Arts. Skills wW only Level UP if used during battle. Again, if 1be player possesses properties related 10 tl,e skills 
(see page 23), the probability that 1he level will increase becomes higher. 


Me~'ll equipment holds a special meaning 
In the world of SaGa frontier 2, using Spell Arts is a daily occurrence (see page 24). In general, people use weapons ai,d annor 
made from tl1e materi:~s to which thev have a natural affinitv. On the other hand, mc1'~ items cannot e,1rac1 Anima; for this 
reason, people grew to dislike me(a]. Since metals bave a higher Durability, remember that characters that use metal e<1uipment 
can prolong tl1eir protection from spell auacks. 


HOW TO DUEL BATTLE 


The new battle system for SaGa Frontier 2 makes use of the Duel system. The Duel fe-J111re allows 
for one-on-one battle, enabling more precise attacks against an enemy. Countemttacks arc not just 
r:u1dom hit<. Dc1iending on tl1e enemy's stance, mid the action that 1he enemy lakes, the character 
can perform actions such-as slash and backsla.sb. By using a tactical approach with the enemy, the 
player should aim to create new Weapon Arts and Spell Arts. 


DUEL BA'ITLE & READING 'JliE DUEL SCREEN 


Duel battle can occur in three situations: 


I. When the main character is forced into a baulc by an event. 
2. When tl1erc is only one member in the Maio Party. 
3. When the screen to select battle formation apJ>C:lrS, mid a single character is sek'Cted as the battle fomiation (for a Duel battle). 


BATTLE SYSTEM 


ACTION I - Select the character for Duel ballle 
To engage in a Duel baule, select the character tl1a1 will rcprcsen1 thc Party. When the O bunon is pressed, 1he display will switch_ 
to the screen shown on the right; sclcct an action from this screen. Once the action is selected~ press the O button. 
I. Enemy's name. 
flBl!l:lllie,,.-:-.~,... 


2. Bani · command. 
3. Recover I IP command. Consumes LP 10 restore III' on the spot. 
4. Encl Baille 'egotiation command (seepage 19). 
5. Change Weapon command. Upon selecting <Chang Weapon>, a small screen will appe-,r allo"ing 


chara~1ers to change the weapon used in baule. Select a weapon ai1cl press the O buuon. For 
cl1arncters who do not lrnvc multiple weapons and cannot use Martial Arts, this command will not :1ppear. 


6. Help "foclow. 


ACTION 2 - Enter four action commands 
If <Battle Command> is selected, 1he screen will switch to the following display. Depending on tl,e order in which action 
command.-; are selected, various attacks are pos.5ible. ~·irst, select ~m action commru1d. Upon sclcc1ion, ~1c word <Combo> may 
appear ne,110 :u1y one of 1he action como1ands. lfthe word <Combo> appe;,rs n xi to one of tl1e action 
commands and that command is selcc1cd1 the chance or a Combo Attack increases. Pressing the 
direction:tl buuon to 1he I.El'T selects the comm:u1d <Defend>; this can be selected as an action 
.;.:: 


command. A total of four action commands must be selecte<l 10 begin the baule. 


I. Active character's name. 
2. WP (SP) cost/Current WP (SP). If the current WP (SP) is low, 1he cost of use may be 100 high 


(1he wiudow color will change) , and LP will be reduced in order 10 turn 0111 Weapon and Spell Arts. 
3. The upper number is 1he Current llJ'IM:Lximum HP, and the lower number is Current I.P/M:Lximum 1.P. 
4. The n:une of the we:1pon currently selected (Marti:tl Arts and Defend are not clis1ilayed). 
5. Action Comm:u1ds. Types of Weapon Al1S and Spell Arts that can be use<I with tl,e we:1pon cul'fently selected. 
6. Help window. 


ACTION 3 - Confirm action command selections 
Once all four action commands have been selected, press 1he O buuon. A confirmation message will appear. To conOrm the 
action comm:u1ds selected, press the O buuon at this time 10 stat1 combat. Othe"vise, press the ® buuon, or select <Re-enter 
command> and press the O buuon to re-~elect commands. 


ACTION 4 - Create Combo Attacks using Weapon Arts and Spell Arts 
Once the O buuon is prcsse<I at <Begin baule>, battle begins, using the,action commands tl1a1 were selected. Depending on 1hc 
charnctcr's speed, 1he possibility for Combo Allacks varies, ai1cl depending on the com1iatibility of 1he auack or spell, there may 
be times when a new Weapon Art or pell Art is created. The Wea1ion Arts and Spell Arts acquired here may be distribute<! to 
each character by accessing the <Equip Ans> command of the Menu Screen. 


BATTLE SYSTEM 


WEAPONS - Perfonn ph) 'ical attacks and cast spells. 


We-Jpons arc categorized into five 1)1"'5: swords, axes, staffs, spears, and bows. Each weapon type 
differs in h:utdling and in the kinds or Arts that it can master (sec page 23). Also, each weapon 
prO\;des cenain advantages and disadvantages for the characters equipping them. We-Jpons C'JO be 
used as simple Tools or 10 dr.iw out Anima for spells (see page 24). Some weapons contain highly 
precious Quells. 


Swords - Example: Steel Dagger 
Swords arc weapons used in close combat. Swords have high Anack Power and the ability to denect physical auacks at close or 
midrange. 


Axes - Exam1>le: Stone Axe 
A.xes are highly destructive weapons when used at close range. A.xes have a unique charJcteristic that makes them difficult to 
defend against. A.xes can also be 1hrown from a distance. 


Staffs - Example: Sapling Staff 
Staffs arc weapons that arc best ust'll for defense and should be used at close r:utge. Although the dan1age is small, staffs C'.Ut 
block all ~VCS or physical anacks from enemies. 


Spears - Example: Wood Spear 
Spears are weapons that should be used for midrange attacks. For enemies that fight at close range, the character equipped with 
a spear has a movement advantage. Since bo1h hands arc rt>quired to hold a spear1 1he Attack Power of a spear is great. 
~ 


Bows - Example: Hunter Bow 
Bows are weapons used specifically for long range attack4i. Attacks using a bow are extremely precise. However, when defending 
against enemy attacks or when engaged in a Duel baulc, a bow may not be the most suitable weapon. 


Shields - Es:unple: Buckler 
Shields are t)1Jically used to protect a char,cter against short-r:mge enemy auacks. Since shields are hrutd held, they arc treated 
as weapons. 


When a weapon breaks, an "Anima Chip'' can be ob1ained. 


When the Dur:1bility Le,·cl (see page 16) of a shield or weapon (Tool) reaches zero, that item will bre-,k and turn into an 
··Anima Chip:· Chi1>s can then be exch:mged for money. They contain no Anima themselves, bm they have a high Anima affinity 
and can store any type (sec page 24). Thus, chips are important items for manufacturing Tools. 
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ARMOR - Provides protection to the wearer. 


Annor is categorized according to Llte location where it is equipped: Llte head, body, anns, :utd Llte legs. 
Additionally, full body annor encompasses all the functions or each type of arntor. There are also 
accessories wltich do not belong in any categol)'. Both armor rutd accessories reduce the damage 
received from enemy attacks. They also hal'e the abiLity 10 reduce injuries and to prevent a decrc'aSC in 
fighting ability. l'or am1or other Ll1an accessories, some types or metal annor reduce speU power. 


Head - Es:unp\c: lfat 
I le-Jd annor protects the head and prevents the reduction of concentration, which would decrease your speU-s power. 


Body - Example: Caster Cloth 
Body armor protects the body against auacks :utd provides especially effective protection against he-JI or cold attacks. 


Arms - Example: Work Gloves 


A1111 armor protects the arms from attack.-;, which would redu e weapon power. 


Legs - Ex:unple: Fur Boots 
Leg annor 1>rotects the leg ilrea and 1>rotects against any restriction or movement ir the char:ictcr is attteked in the legs. 


t'ull Body - Example: ??? 
Full Body armor protects the whole body, but only accessories crut be equipped ,u the same time as this annor. 


Accessoric-s - Example: Cross Br:mch 
Accessories arc not ca1iablc of protecting pitns or the body. 11tey do. however, pro,;de protection through speU enhancements. 
Accessories can also be used to cxtrac1 Anima so thm 1he characters can use spells. 


To be victorious in battle, char:tcters must learn Weapon and Spell Ans. Weapon Arts rely on the wc-,pons used 10 perform 
physical attacks. SpelJ Arts are used to dmw out Anima, which is hidden inside weapons :u1d Tools. Both Weapon Ms and Spell 
Arts arc used to produce Combo Attacks that can cause immense damage to enemies. 


WEAPON ARTS - Arts used to perform physical attacks. 


Some Weapon Ans rely on the physic:d body; the 0Ll1ers can be divided into five categories, depending 
on the type or wc-Jpon used. Weapon Ans can be acquired during Pany or Duel battles when Combo 
Auacks are perfonned. The more skilled Llte char:tcter is in using the Weapon An, the greater its 
destructil'e power. If the character 1>0ssesses propenies that co1TesJ>0nd to the \Vc-Jpon An, his or her 
skill level will increase r:11iidlv, as ";II the learning r:tte for Lltc Weapon An. 
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Martial Arts - The basic mtack of ~fartial A11s is the "'Punch ... Martial Arts uses hilling and 1hrowing to inflict damage. 
Some think that using Mmtial Arts is barbaric, mid thus 11refer not to fight using thiS method. 


Sword Arts - The basic attack of a sword is "Slash.'' A sword damages enemies with slashing anacks. Of all ~,e weapons, 
the sword has the most technique variations. 


,t-,:e Arts - The basic anack of an axe is ··slash.'' Normally, this Tool is used to cho11 wood. Howel'er, atttcks using the blade of 
an axe can be highly destructive, allowing the character the ability to cut and hit. 


Staff Arts - The basic anack of a staff is "Beat." Although a staff is used more as a defensil'e weapon, ii c:01 SCJ,•e an extremely 
important role as a Tool. Being relatively easy to use, the player can use Staff Arts to target l'ital parts of an enemy·s body with 
great accuracy. 


Spear Arts - The basic attack of a spe:Lr is "Thrust.,, A spear is a strong weapon to use in melce attacks.. Attacks using a spear 
re<1uire good timing, similar to the sword. While using a spear, characters c:m protect themselves by executing ''Windmill". 


Bow Arts - The b:tsic anack of a bow is "Shoot.'' In tltis world, bows are the only projectile wea110n that cm, anack enemies 
from afar. Bows are useful because they can be used to perform ranged attack~ from a safe dist,mce. 


"Anima" - An clement that exists in all things in the world of SaGa Frontier 2 
ln the world of SaGa Frontier 2, civilizations m,d cultures :ire centered around the abiLity to m:mipul:ite Anima (tl,e power source 
ofall things) in the fonn of Spell Ans. In order for the ch:iracters to use Spell Arts, they need the help of Quells (ancient artifacts 
of a past Cil'iU,.ation). Ch:u-acters can also use Tools (artifici:tl Quells) which are equipped with functions to help manipulate 
Anima. Tools are nothing special; if the ,\nima that resides in all natural things e:tn be extracted correctly, even small stones aod 
tree branches may be used as Tools. 


SPELL ARTS - Powers used to extmct p9wer from we-J110ns and armor. 


SpeU A11S arc invoked by cx1rac1ing 1\niroa fromjtcms such a.~ weapons (Gustave cannot use th.is power). After either Party or 
Duel battles, spells of the same IYJlC:ts ~1ose used during baule can be learned. Like the Weapon Arts, the ability to acquire new 
spells differs depending on the chamcter's parameters. Spclls are categorized into the following six types: 


Tree Arts - Uses the Anima that exists in plants. Tree Arts embody the following: tranquility, 
protection, windJ and maturity. The Wood Spear is an example of a Tool that uses Tree Arts. 


Stone Arts - Uses the Anima that exists in ntinerals. Stone Arts embody the follo1ving: stones, 
crystals, sm,d, and petrifie:ttion. The Stone Knife is m1 example of a Tool that uses Stone Arts. 


Flame Arts - Uses the Anima that exists in fire. Flame Arts embody the follm,;ng: light, energy, and 
purifie:ttion. The Light Spear is an exan,ple of a Tool that uses f1ame Ans. 
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Water Arts - Usl.>S the Anima that exists in water. Water Arts embody the foUO\\ ing: douds, ice, healing, and Lime. The Pit Spider 
is an exm11ple of a Tool that uses Water Arts. 


Tone Arts - Uses U,e Anima that exists in sound. This relatively new Art represents taking various sounds m,d giving them form. 
The Scremner is an example of a Tool that uses Tone Arts. 


Beast Arts - Uses the Anima that exists in the bones of beasts. Represents and embodies the mechanics of anim:tls and of life in 
general. The Elder Bow is an exm11ple of a Tool tliat can use ile'JSt Arts. 


STATUS ABNORMALITIES & RECOVERY METHODS 


During battle, charac1crs may rc.>tcive spcciaJ attacks Crom the enemy which cause status abnormalities. 
Although status abnorm:ilities will vanish with time, there are situations in which the ability 10 fight 
becomes los11 and HP will conl'inuc to decrease. Thus, ignori_ng status abnormalities can be dangerous. 
Be especially auemive to the effects of each status abnormality and de-JI \\\th them accordingly. All status 
abnormalities are removed after the bat~e. 


SleeJI - The affected character is unable to move. The status is remol'ed after a period of time or after the character is auacked. 
Spells cm, remove sL1tus effects from characters. 


Cripple - Decreases the Auack Power of we-J110ns, Weapon Arts, mid SpeU Ans equipped by tbc affected character. Abnonnality 
disappears after a period of time or can be remol'ed 1vith a specific type of spell. 


Fear - The affected cha~Jcter is occasionaUy unable to petfom, specified actions. Abnorm:tlity disappears after a period of time 
or cao be removed with a specific type of spell. 


Confusion - The affected character auacks indiscriminately (both enemies and allies may be anacked). Abnorn1ality disappears 
after a period of time or can be reu1ol'ed with a specific type of spcll. 


Charm - The affected character is unable to execute any action commands, e:tusing that character to pe,forn1 only actions 
beneficial to the enemy: Abnorm:tlity disappears after a period of time or can be remol'ed with a specific type of spell. 


Berserk - The affected cbaracter is unable to cast spells or execute m1y actions that use SP. Abnormality <lisappears alter a 
period of time or can be removed with a specific type of spcll. 


Petrify -The affected character is unable to enter commands. When Petrified, the chamcter cannot be auacked. lf all of tl1e 
members of the Main l'arty become Petrified, tl1e gmue is over. This abnorm:dity can only be remol'ed with a specific type of spell. 


l'oison - The affected character receives d:unage each tum, so tliat his or her HP continuously decreases during the battle. This 
abno.rmalitr can only be-removed with a specific type of spell. 


Knocked Out - The affected character's Ill' is reduced to zero, and can no longer fight. [Jnder this abnonnality, if an enemy 
mtacks the character, 1he character will lose one tP. LP will continue 10 decrease in thjs 01anner until the abnormalify is removed. 


POCKETSTATION"' 


NOTil: the PocketStation personal game unit is sold separately and 
is required to play tJ1csc mini-games. U1c PockctSt.ation personal 
gmnc unit may not be available for purchase outside of Ja1>an. 


There arc ~vo SaGa Frontier 2 mini-games, "COMBO Pocke1" and 
·'Go! Go! Digger," thai can be played on the PockctSlalion personal 
game unit. 


USING THE "COMBO POCKET' 


Tl,e player will be able 10 save 1he Combos (Combo hislory) and Cus1om 
Ans (one player Combo his1ory) 1bat arc recorded 01110 the Player Notes from 1he Menu Screen (sec page 13). A maximum total 
of 192 allacks, of which up 10 96 may be Combos, can be slored in the "COMBO Pockcl." ll is also possible to upload saved data 
10 other PocketStation personal game unils with 1he optical communication (lrDA) module. 


Downloading Method 
lo the Player Notes subsection of the Menu Screen, Combos (Combo history) and Custom Arts (one player Combo history) can be 
downloaded for reference. (The same Combo histOI)' docs not exist on the PocketStation personal game unit and the main game 
save data). <Send.> and <Receive> commands allow the trade of Combos with 0th.er players. But if Combo histories :Lre traded, 
they will disappear from the player's "COMBO ~ockc!" and will move into the "COMBO Pocket" of the recipicnl. 


PLAYING GO! GO! DIGGER 


In order to download "Go! Go! Digger" to the PocketStation persorn~ game unit while playing the game, the player musl make ao 
effm1 to t:~k lo m:u,y stmoge pt'Ople and inves1iga1e various locations. If the playcc is able to download "Go' Go! Digi,er" onto the 
PocketStation personal game unit, a contractor ca.lied a Digger will e.xcavatc items for the player. 


Set the timer 10 delermine. how long the "Digger" "'U 
work. Once the enter bullon is pressed, the "Digger" 11111 begin digging in 


the PocketStation personal game unil. Check 10-SCC 1hat the Digger is no1 slacking off. When the 1imcr reaches 0:00, an alarm will 
sound, signaling that the digging hm; been completed. If a treasure box is found1 the ··oiggcr" has obtained some type of item for 
the Pru1y. Within the PocketStation personal game unit, the item remains a mystery, but on the Menu Screen of 1he main game, 
!here is an <Excavaled> option specifically for these items. The player wiU be able 10 identify ilcms here (sec rage 16). 


• If the left and right buttons are pressed simultaneously, the game will return to tbc Menu Screen. 


• If 1hc en1er bullon is held down, the game. will.return 10 1he Menu Screen, and <CONTINUE> or 


<EXIT> may be selected. 


• On the PocketStation personal game unit, "COMBO Pocket" :md "Go! Go! Digger" each 1tSC nvo 


memory blocks (lfbo~, arc downloaded, four blocks are necessary). 


Witk Thi Bru'fvAHE.S 5«6« froKtier ™ 
2. 
Offici«t 5tr«tt'}\j ~ 
e. / 


6-«tker \jO~f «\lie{ «Ma kelf 6-~{t«Vt 
cOMtJ~er tke worli., «Mi tkeM follow 
Wil K'Mi'}kt{ «{ ke ~Mveil{ tke {«ret of 
ki{ f«1t1il\j\,_tr~ '}ulie{. 


u xlore tkt"ff~K1ero~{ li{t{ """' 
D cAArt{ to le«rM «1,ilitie{., ievi{e 
co~ l,o{., 1t1«{ter K1«,ic., «Mi t'{~if 
\jO~r ck«r«cter w,tk tke K10{t 
~ fOWe~I We«fOM{. 


- To purchase the BradyGAMES SaGa Frontier!!" 2 Official Strategy 
Guide, visit your local electrorfics, book, or sot(ware retailer or order 
the book via the web at www.bradygames.com. 


ISBN 1-56686-972-2 
Price $14.99US I $21 .95 CAN 
I /1/IBRAOYGAMES 
TAKE YOUR GAME FURTHER- 


WWW.bradygameS.COffi 
www.squaresoft.com 


CREDITS 


SQllARE CO., LTO. 


1:\1..'CUIJ\'t Produce~ 
Tonl0)11ki Tak1..-chi, llironobu Sakaguchi, llis.:bhi Suwki 


S:tl4 Frontier2 Producer AkitoshiK:twazu 
Olaracter Image Desig.n 
Tomoml Kolxi)':lShi 


\bin Progr.lfll 


&mlc Progr.1111 


Olhcr Pn,gram 


S)"ICfll Director 


\l.1p0il'l'dor 
\l:4i OeslgnScctio11 
Map Gr:11ihicSection 


Oi:ir.lClcr Scaion 


B:mlc l'wl Scction 
Sys1emDirt-ctor 


HaulcEfl«t&ction 
\ton:,1erl:Jk'Cl 
a1:u:1C1erflfce1 


\loosterDcs.ignSection 


Sound Section 
So11nd Progr:un 


~1:uugcr 


Sound Section 
\1u~cComposcr 
Synthe5i1er 


Sound Seclion 
Sound F.nglnccr 


Tak:aaki Tonook:a 
llil"O!JtiOno 
Mas:ukf Kuho 


))Unichi Shinonuya 


YuichiNinag:iw:t 


T:1keshi /\it:UlOS2, K.1zul1iro \':unauchi, K:uu111kiShindo 
l':buhlko Kan1alll, Ta,uo Yokot:t,. M:isayo 1':);u10, 
S:1chlko T:mabc, Tomoc lnwwa, Mas:ihiko ln.irJku, 
M:lS!laki llayashl, Tomok:tzu Kawamata, Mariko ~ak:unura, 
Mlw~hl Sug:tw:1ra, Takashi Wakou, Airl Yoshioka 


~\nni)':l:iU S:ls.'lki, Yuichi ShiOla. Kazuko Shibuya, 
\'uichlrou l\ojim:i, Yasuhisa lzumisawa, Kei N:tn154; 
Tonl0)11ki Ar.li, llitoshi Imai 


liyoji Koizumi 


\\:u:trulled:t 


\ Obll)llki lked:t 


YuichiroSw:ukf 


lchil'U Mori, llagumu t:ato. ruk:ui Kondo, 
T:tkujl Sasaki, Rumiko Shinoda. TaJ..-umi Tamura 


Minoruilio 


Kt,isuke M:t1St1~1it:1 


Mas:1shi ll2rn:uu11 


Ryo Y:un:11..aki 


M01oko \l'aun:tbe 


Sound EdJtors 
Masat:ika Sai10, tit,1ichl Mik~ 
iba, Katumi Milome 


lntcrnati-Oo:U nusines.s l)qi:utmcnt 
~ 
cr-J.I M:Ul3b>cr 
Yuji Shih-JU 
loc1lization Director 
lchiroNonak!t 


COOrdlnatlon Oln.'ClOr 
Tchle Tokoro 


l.octli7.3tion Engineer 
Yoshinorl 'Goro' Lenish.i 


\farkL1ing M~ 
Akif2 "2neko. YasuhiroSuzuki 
A.~m Man:igcr 
Tomomi N1shigaki 


l.oc:iliz:nion Assist:mt 
Yoshiki ,·:unamoto 


Publicify Section Producer Tadashi Nomul".I 
rroduction-\dnlinistt"Jtion Man:ai:er llideki lmaizumi 


SQlA.Rf. SOl' f. 1,,c. 


Loca.li:mtlon SUff 


loc:l.liz:uK11i M:uttgement 
Loaliz:ition Special~ 


EdllOl'S 


As.-.octa1e Producl.'I' 
Quality Assurance 
QA Manager 


A:.SiSL'UJt QA M:tn:tgcr 


Lc::i,d Anal)~ 


As:.lst.1nt lc'Jd 
An:dysts 


Tr.msla10,... 


~,AR~ El.t:CTHO\ IC ARTS LtC. 


Mas:iliiro\ak:ljima 
~::~1~=~ 
~11:1 (I.cad), 


Bl"Wl lk~I, Rkharu Amtower 
Ak!Koru 


Jon:11han Williams 


MikcGi\'Clls 
l}J,id 'Rihs' C:1rrillo 


Troy A. Boren 
J:limeJ. Bcncia, Michael D. Chri~toffers. tcUrOiun. 
Jonathan ,\, Mankin, Tarn f\gtl)·en, lkmnett Neile, 
Richard Wi\lJams, Jan1cs Wong, M:inhew H. Rho:1dcs, 
Simon 11. Son. Jamcs j. Robles 
Kyoko M:tklno, Tabhiro So, Rimaro Yoshida 


Sc!uor Custoo1er Ser.ice Manager 
Rick Thompson 


\s.®ant Customer Senice Manag....,. Fcrn::uxlo Bustlm:mtc 


Cu$i01lll'l'SffiiccLe:td 
Al:dneJ)el.con 


Customer Su11pon Reprcsentati\l'S 
C2roline Liu, P':urick Cen':llllCS,John Monies. 
J~ l)ilonanfo, Mark .Abarca. Mark Al'tro, 
Afan OeGuzman, R).m Rilq 


Public RebtionY'facnlS Marutger 
Us:1 M. Alw..'ITI 


As.\isunt PR \l:mager 
Fl".IOCinc OeMore 


Busine&i l)c\·efo1m1cnt Man:iger 
F.b.mc Di Iorio 


Produa COOrdinator 
Bclh FauSI 


Sales Coordin:11or 
Se'.111 Mon1gomcry 


Mt<dia l~amlL'I' 
K}oko Yamhhita 
Crcati,'I: l~:umer 
~eiko K.110 


A:;stq;uu Product M:magers 
Mi!Mlru George Torii, Andrew Shio1.:1ki 


Product .\.·•sociatcs 
Irene Sam, Br:td Van..')', 1\ndy llsn 


ProductAdministr:ui\cAsSistant 
M:iri NiShikawa 


Marketing,~ 
t 
Rik:I. Maruya 


Maf1.a.1ing M.magcr 
Kenji MimurJ 


\'ke Chaim1:1n 
,~hihlro M:uvr:una 


l>rNdent 
Jun '"~ 


P·.ackaging/M:tnu:d l)('sign 
Slc\cn Wright, Beeline Group, Inc. 


~i:t.l TIWlks 
Shun MO~':!., lzuml Ka.\\'11llshl, l'oshi:t.ld Nak:.r)':lll11, 
lliromas-a ~:tk::t, Beeline Group. Inc .• 8r:ld)<.AMCi, 
C.11.E.N. PR, The Kenwood Group, S:l.uchi & &ul.chi 
l..o!i Angclcs,, \~nual JntcrActhe Inc.. 


MITED WARRAN1Y/GAME TIPS 


For a period of ninety (90) days from the date of purchase, Square Electronic Arts L.L.C. (SQEA) warrants to the original purchaser of this SQEA 
software product that the medium on which this computer program is recorded is free from defects in materials and workmanship. SOEA agrees 
for a period of ninety (90) days from the date of purchase. to either repair or replace, at its option, free of charge, any SQEA software product 
that does not meet the above warranty, postage paid, with proof of purchase. This warranty is not applicable to normal wear and tear. This 
warranty shall not be applicable and shall be void if the defect in the SQEA software product has arisen through abuse, unreasonable use, 
mistreatment or neglect. 


LIMITATIONS - The above warranty is in lieu of all other warranties, and no other representations or claims of any nature shall be binding on or 
obligate SQEA. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY, 
COURSE OF DEALING IN TRADE ANO FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED 
ABOVE. IN NO EVENT WILL SQEA BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM 
POSSESSION, USE OR MALFUNCTION OF THIS SQEA SOFTWARE PRODUCT. Some states do not allow limitations as to how long an implied 
warranty lasts and/or exclusions or limitations of incidental or conseQuential damages so the above limitations and/or exclusions of liability may 
not apply to you. This warranty gives you specific rights, and you may also have other rights that vary from state to state. 


NOTICE - This manual and the software described in this manual are copyrighted. All rights in the manual and the so1tware are reserved. No part 
of this manual or the described software may be copied, reproduced, translated., or reduced to any electronic medium or machine·readable form 
without the prior written consent of SOEA. The described software may not be reversed engineered, decompiled or otherwise disassembled. 


RETURNS WITHIN 90 DAY WARRANTY PERIOD - To replace defective media within the 90-day warranty period, send the defective media, a 
copy of the original sales receipt, a return address, and a small note describing the difficulties you are experiencing to Electronic Arts Customer 
Warranty, P.O. Box 9025. Redwood City, CA 94065-9025. If you have warranty questions. you can also contact Customer Warranty at 
(650) 628-1900, fax (650) 628-5999. Hours of operation: Monday - Friday, 8:30arn - 11:45arn and 1pm- 4:30pm, Pacific Standard Time. 


RETURNS AFTER WARRANTY - To replace defective media alter the ninety (90) day warranty period has expired, send the original CD to the 
Electronic Arts' address above. Enclose a statement of the defect, your name. your return address, and a check or money order for $15. 


REPLACEMENT MEDIA - The above provisions apply to any replacement media or software provided by SQEA hereunder, including the above 
warranties and limitations. 


TECHNICAL SUPPORT - For technical support questions, you can call (714) 428-0599. Representatives are available Monday-Friday Sam - 5prn, 
Pacific Standard Time. 


SQUARESOFT GAME TIPS 
Game Tips are available for all SOUARESOFT PlayStation titles: 


U.S.: 
1-900-407-KLUE (1-900-407-5583) $.95/min. Automated Tips, $1 .25/min. Live Assistance. 


Canada: 1-900-451-KLUE (1-900-451-5583) $1 .50/min. Automated Tips only. 


Prices subject to change. Callers under 18 years of age must obtain permission from a parent or guardian before calling. 
Game tips are available for callers within the U.S. and Canada only. Touch-tone phone required. Live assistance is available 
for SOUARESOFT titles published on the PlayStation game console only. Game counselors are available Monday-Friday, 
Barn - 5prn, Pacific Standard Time. Automated support is available 24 hours a day, 7 days a week. 


SQUARESOFT Online 
Shop online or register for upcoming sweepstakes, prizes, and more at www.squaresott.com! 
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